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ABOUT PHOTOSENSITIVE SEIZURES 

A very small percentage of people may experience a seizure when exposed to certain visual 
IS 5 ’ mc u ^! n p flashing lights or patterns that may appear in video games. Even people 
no hls tory of seizures or epilepsy may have an undiagnosed condition that can 
cause these photosensitive epileptic seizures” while watching video games. 

eve 6 or including: Lightheadedness, altered vision, 

momentary ln« nf a JarpnpL 0 ^ 3 ^ 9 ° arms or ,egs ’ d ' s o r 'entation, confusion, or 

that can lead to ininrv from faiimnH UreS may aiso cause ,oss °* consciousness or convulsions 
mat can lead to injury from falling down or striking nearby objects. 

Parentt^ nr a . ^ octor y° u experience any of these symptoms. 

Parents should watch for or ask their children about the above svmDtoms-children and 

teenagers are more likely than adults to experience these seizures 
The risk of photosensitive epileptic seizures may be reduced by: 

• sitting farther from the television screen, 

• using a smaller television screen, 

• playing in a well-lit room, and 

not playing when you are drowsy or fatigued. 

'playing° r ^ °* y ° Ur re,atives ^ ave a ^ l $tory of seizures or epilepsy, consult a doctor before 

AVOID DAMAGE TO YOUR TELEVISION 

« e i eViSi0 t 1S ' SOmetelevisjons ’ especiallyfront-or rear-projection 
. c ™ be damaged if any video games, including Xbox games, are played on them. 

Static images presented during the normal course of game play may “burn in” to the screen 
causing a permanent shadow of the static image to appear at all times, even when video ■ 

nfarinn 3 /ru° bem9 play ® d : , Similar dama 9 e ™y occur from static images created when 
placing a video game on hold or pause. Consult your television owner’s manual to determine 

f video games can be safely played on your set. If you are unable to find this information in 

television dea,er of the manufacturer ,o “ ne if video 

OTHER IMPORTANT HEALTH AND SAFETY INFORMATION 

The Xbox video game system documentation contains important safety and health 
information that you should read and understand before using this software. 

copying, reverse engineering, transmission, public performance, rental, pay for 
play, or circumvention of copy protection is strictly prohibited. 





l ' v,n 8 r, 'f Xbox Video Game System 

s «’t up von, Xbox tide., game svslero a,to.drr.e ,i, 

1 ut' i u. I ion Manual. Press ,he pover tan,,,, „ j .. 

, * h » “P- »’»«' ">«■ eject button and tbe dis ,T 
MH M UK | ©2 Restless I),earns™ .. ‘ ° pm ,>U * 

lacing up and dose the disc tray f-ollox. «», ' ' M ''‘'"•"'"'•e Mel side 
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Disc tray 
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Controller port 1 
Controller port 2 


Eject button 


Power button 


Controller port 4 
Controller port 3 


Io dVOid v ddmd8e 10 di '“ « I he dis, drive." 

Inser, taly \bovcornpatible discs into ihe disc drive. 

Do not leave a dr % sc >'h!>' Xb„x !^T ' MaP ‘^ " hw,, ' ,hd P ed di '<' 

Do not move the \b„s console Uni ")I'' P< ’ ,u ’ d ' U,en "«» in us, 

...».. 

—- - Controls (default configuration) 

Using the \box Conhotiri^^ 

Invert the Xbox Controller into anycoTlt^ollei pott oi the \bo\ console, lot 
multiple players, insert additional controllers/^*^^ 

Insert any peripherals (for example, Xbox MemorylJnTtxf^ino controller 
expansion slots as appropr iate. - 

1 ollov on-screen instructions and refer to this manual for more infor 7 riat'io?r , ‘^ 
about using the Xbox controller to play SU ENT Hlll®2 Restless Dreams™ 
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Expansion stot A 


E xpan&ion slat B 


Right trigger 


Controller 


Left thumb iflcft 


Direaitoful pad 



Left trigger 


White button 
Black button 

¥ button 
B button 
X button 
A button 


Right thumb stick 


BACK button START button 


Directional Pad f left thumboick'. Controls movement forward and backvards and also 
rotates James left and right. Press the Bla(k button to toggle betveen running 
and walking 


Hack button : Access the Item Screen (pause). 
Press the B button to return to game. 


\ trigger: Strafe left 
H button: St rafe right 
\ + U button: l ast 180° turn 


left trigger: Search View. Push down to fixate the camera behind player during play. 
1 he search view cannot be used in all locations. 

left trigger. Hold down and use the Right thumbs!itk to look around in the desired direction. 

Right trigger: Press and hold down to draw weapon. Use the left thumbs!ick or 
Directional Pad to aim in the direction of a monster and press the A button to attack. 

Start button: toggle pause/ tin pause 

Right thumbs!ick: Push down to use stamina recovery item. 


) View map in map window. When finished viewing the map, press the 

> button to return to game 

\ Attack (while holding the Right trigger) / Search / Confirm selection 
li Cancel selection 

Htack loggle running and walking / Guard Attacks 

Vi lute lurn flashlight on/off 

T 

Other Controls 

Soft Retet: Press and hold down the Back button and Start button simultaneously 
to soft reset the game and return to the litle Screen. 

•^Ol f: Controller settings can be customized in the 01*1 IONS menu. Control 
flinetimtx4cH Maria are the same as James. 
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Three years ago, James Sunderland’s s,ile Mt ■ 

Jan, e $ >o pult himself together and ’ ^ ^ ^ 

*™«w >• w b«i m , m , ,d ... fe ' lil < «* bm 

in * start ol mourning. P '”'' ™P n "'" Itlt ] 













3 






E, one day. a cryptic letter arrives signedhy^tary. the same name a|g|| 

\ti it pc “Silent Hill, oum sanctuary of memo) n 

wiie. In the letter. Mary vntes 'silent nui.t 

waiting for you there. 


H cental a.td *.«M * J ■«- f ^ « «»» H 

really alive or if someone is playing a hoax 

' A 


r ciot* 7 r 1 "' 

9 * * * j lotteri vpt l came here to see my \Ja/ y... 

“I stUnlorit believe it. T he dedd can l send letter*} | 


- 0 „r of memories - W-' *« ***' “ I 


memories... 


0M into the^Id 0 f Silent Hill... 
As the fog grovs thicl 



^ ^ to**?/ to the center ^ 

have been an accident or something because 

But wait... 


(he map shorn a simde road through the forest thatV, 
the only uay to get to thtytoun is t^take this 


f can t see anyone in this thio 
l see a run-doun 
"l here s no one inside. 


I look at the man in the mirror and muttei a ip/7s 
Vcn ...(wildyou real!) be in //m 






















NEW GAME 

Select NEW GAMF to play a game from the 
beginning. Choose between the main game or 
ibe additional game. It is highly recommended 
bat you complete the main game prior to 
>la>.ng the additional game. Subsequent menus 

prom P l > 0,i 10 'elect an Action and Riddle 
1 lcil,, > level. Lse the folloving chart to help 

fleet the desired levels. Once you have selected 

te dilficulty level, it cannot be changed later 


ACTION LEV Cl 


RIDDLE LEVEL 


HARD: Riddles are complex 
\OR\lAt: Standard difficult,) 
f AS) : Riddles are simplified 

BEGINNER: Riddles ‘ 


and hints are provided 


are very easy 

rsegardless ot the difficulty levels selected, the 
and endings vill be the same. There is no ridd 
in the additional game. 


cosuSm 

Select CONI IN III to resume playing a previously saved SI! INI HU 1 ©2 
Restless Dreams™ game using data saved on an XBOX Memory Unit. 


L \OU : I he CON I IN 1)1 option will not app®^» lht> U)U ' Wen imU] 
a previously saved SU I NI III! l ©2 ResU^peams ,M data file exists or 

alter a check point is cleared within tjjj|lpe. 


WAD W 

Select LOAD to choose a specific SU INI 
HU l ©2 Restless Dreams™ data file from an 
XBOX Memory Unit. At the 1 oad Screen, select 
the desired game using the Directional Pad or 
Left thumbstkk and enter your selection with 

the A button. 


SILI NT HII.L 2 Fit* #1 


0:01 


Forest 


Data 1 I 

Action Vormal ttiddli* Norm * I 


NOTE: I he 1 OAD option vill not appear on the litle Screen until a 
previously saved SU I NI 1111 l ®2 Restless Dreams " data tile exists. 


OPTION 

Select OPl ION to adjust game settings. Follov 
the on-screen menus for additional information. 

JSOlF: Game settings <an also be adjusted 
during game play by pressing the BA( K button 
to bring up the Item Screen. Select DPI ION 
from the Item Screen to adjust game settings. 
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Objective 

James h„s returned (o SiJhn, Hill,t<) Uover the truth about his late v.fe 
Mary. As James ventures dWr „4 tovn, he must successfully overcome 
challenges that avail hiV Ju some situations, defeating/avoiding 
monsters and solving puzzles vilNbe necessary. If James can persevere the 

obstacles, information regarding the\rigins of the mysterious letter might be 
revealed and possibly even darker ser\>u 

Hou to the the map 

If James has\map in his possession, press the 
> button to vie\the map. Use the A button to 
zoom in/zoom out\When the map is zoomed m, 
use the Directional A*ad or left thumbst.ck to 
viev specific areas.\f the map consists of 
multiple floors, pre\ Up/Dovn on the 
Directional Pad or l eft ll\mbstick to vies, the 
additional map pages. As James searches certain 
areas, be vill automatically nUe notations or, 
the map in red marker. I he greedyuointer on the 
map represents James' current position. 


f ield 

During the game, control James using 
Directional Pad or 1 eft thumbs!,ck. When Ja 

IS " edr 0b > em or "oms. press the A button to 
search the immediate area. Important 
information or useful items may be discovered. 


.. < . 
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Game Over 

I he upper left comer of the I tern 
b> pressing the BACK button) vill shov Jam 
current health status inside the Status Box. I he 
current health status of James is determined by color, 
vhich vill gradually turn red as health decreases. 

I f the vibration function is enabled Ucc ^ ible in ~ 
the 0F > 1 IONS menu), the controller vill 
to shake more violently as James receives m 
damage. This is an effective tool for gaugnj 
current health status during rtormal game play. 
James vill die vhen his health is completely deplet 


Use items, such as the T int aid kit and Energy drinT 
to replenish James* life gauge. T or more information 
on items, see page lb. 



Saving Progress 

A game can be saved at any one of the various 
save points scattered throughout Silent Hill. Ihe 
save points are easily identified as mysterious red 
objects. When James is facing a save point, press 
the A button to access the Save Screen. Game 
progress can be saved any number of times at save 
point locations. Eollov the on-screen instructions 
to save your current progress. 


Note: SU ENT Hll 1XS>2 Restless Dreams™ uses at least 
f3 blocks of memory card data to save each game. Make 
sure tbete is enough free space on your XBOX Memory 
Jnit before starting play. Do not insert or remove the 
®DX Memoryt Unit vhile saving/loading games or 


ifter\he power has been turned ON. 
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! hw years ago, his beloved wile, Mary, became seriously ill and passed aw, 

’77* n,el, '' S dd> ' °‘ n,0U "' i ^ - Mrany 

omvcd. I he name ol the sender was Mary Shepherd-l . , 

a>( vile. I he tryptic letter beckoned him to meet her in Silent Hill 
>7777 T 7" ine ,W ,hP Alth ^ »* ‘-miy believe 

..j, i;7, ,he or,B,m °‘ ,he **' - ' 

1 nci *"< truth by returning to Silent Hill 










Maria 


nov n 


novn 


. Maud looks exactly like James* lat 
aste in clothing arc completely difli 
tergetic, is also the exact 
ia. lie is shocked by rhe l^ 
sal ion, as if they had ki 
pm pose in Silent Hill, ^ 
les to ac< oilmans him.W N 


erent. Her personal! 
opposite of Gary's. When Jan 
semblances as veil as the intima 
0Vf«i ertfli Olliei u>r yodts. All 
ma is Tntqrested in his search \ 

















dfrM 


Unknow 


Occupation: 

f 1 

bidtty. little girlwho does what 

^lecrosvs James’path tifoogt 

1dr > '‘hat she meals.* ~ 
pital/as Mary and they becamt 

' ' er ' ,,er haps she holds the truth t|l 


now ri 


A ub bom 
°n ber \ydv. 


^ams^ici-suddenl) 
Hsear^^idseer^to’ktjpv 

^ToincidentaMy, ^b.e wdTa.pdti^r^*jh 


A ar. Unknown 
Occupation - - Unknown 

who is 


pie-minded, clumsy anti use 
King hurt. He has a gentle, 
another side that he cannot 
LiirnfKp in Silent Hill? 































lank\ A large vooden 
s few nails on the tip. 
h is between 32-40 
> vood is thick enough to 
hand and swing it easily 
this wooden plank is 
\*r to wood used at 


5 Health drink\ Kepi 
stamina. 


enishes a little 


ter: The letter from 
a plain white envelope, 
of the envelope says 


<5 F lashlight: Can be used to light up 
dark areas, fan be turned on 
oil. An essential item for fightir^ 
and searching: however it-will ai^f 
monsters to your position. . r 


bullets: Boxes 


3 Handgun 

ammunition 


first aid kit: Replenishes a 

stamina. Try 10 these UTl1 ’ 
yon are seriousl> injured or 

health drinks. \ \ ' . 


iti^nal | w&apo 





















Statu# Equipment Cum maud 




l nt'^uip 
Reload 


- 10 - 


lk>4|U 

Mi <li. haH. 1« 

Mot met*, a tUfrUf f*«». »«* "J w >M 

Option Map 

Vising Items , . . , ,, 

Select desired items using the Directional Cad or left thumbs,,<h I he 
commands available lor each item trill be displayed in the Command box m 
>he upper right corner. Select an item by pressing the A button, then select 
a command iron, the Command box. Cress the » button to cancel an .tern 

selection* 


( onibine 

Sometimes the solution to a puzzle will require you to use several items at 
once. In these cases, the Combine command Vvill appear. Select the necessary 
items needed to solve the puzzle and combine them into one item. Once the 
items art* combined, use the item to solve the puzzle. 



I 


Status Box 

As James’ health decreases, this box will gradually turn red. lor more 
information on the Status Bov see Game Over page. 7. 


Metric 

Hints on bow to solve puzzles and important game messages are displayed 
here. Newer messages are displayed first. 


Map 

Kefer to the map. f or more 


information on maps, see llov to use the 


map page 8. 



V Adjmt ,he brightness of the game scree,, 

Screen Pout,on: Adjust the position ol the game screen. 

Button Con/ig: Customize control settings. 

UPe: iD Type: Press u P /d own on the l eft thumb 
to move forvard/backward and press left/rm 
turn around. 

2 ° Type: fVess ,he L eft thumbstick in any 
direction to ,„ove that direction. Strafing 
not used in this control type. 

S*c o,, So[t N „ ul ||w v . 

'Unctions. 

' hi ' "■**.. ><• On, 

oa e automatically upon startup. I he game wtll 
continued from the last save point. 

'^e: Selec ‘ betveen English or Japanese language. 
Subtil lei. Turn in-game dialog subtitles On/Off. 

Sound: loggle the sound between Stereo/Monaural. 

BBM Volume: Adjust the volume of the background music. 

Sf Volume: Adjust the volume of the sound 


f fie foliou mg. setting* cun 


the OP1IONS menu 


options are available by pressing the left trii 
' tt0m rimu'taneously while access.ng the options 


OPTIONS 

Brightness Level 

Screen Position 
Button Config 
ontrol Ivpp tp Type 
' ’button Vorntiil 
■•*■*«** Inghsh 
Subtitles On 

u v 5 r ni ’ «* t l r( ‘°/Speak«'r 
CMouT 

screen brightness 
















Search View 

^ h ° ldi " 8 d 7; ° n ,h< ‘' eh «mera angle changes the Search 

lev mode. I h,s mode changes the locus of the camera to where James is 

coking. In this vtev mode, the player can look lurther iorward and around 

corners. ove the Kight thumbstick to look around while in Search View 

mode. Utth/e the Search View to your advantage, however some areas cannot 
use the Search View mode. 

I igkt and Sound 

I he monsters have eyes and ears and use these 
>o locate James. II they are not alerted to James’ 
presence, they may not attack. Turn oil the 
flashlight and carelully bypass unnecessary 
confrontations. However, with the flashlight oil, 
James cannot search or look at the map and his 

accuracy with projectile weapons will greatly 
decrease. 

I*ay close attention to the sounds in the game, 
such as echoes and noises to gauge the 
approximate positioning and location of the 
sounds. James can stay fully prepared lor the 
vorst by listening closely to the atmosphere and 
environment around him. 




Radio * 

The radio will alert the player to a monsters' 
presence vith vhite noise. The vhite noise will 
change depending on the number and distance 
of the monsters, learn how to interpret the 
pitch of the vhite noise to identify danger that 
you cannot see. The monsters cannot hear the 
radio noise, so turning it off vould be foolish. 


\Veapons 

Sinee James is an ordinary man vith no special 
weapons training, his shill is marginal Fven in 
daylight or vith the flashlight on. his accuracy 
with weapons is questionable, especially with 
long-distance attacks, hi addition, depending 
on the amount of pressure applied to the attack 
button, some veaffons will be used with 
less/more force. Iry to let monsters close in to 
ensure a better hit. 
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If yty «eed help wi.h Sll INI mil®2 Kestle« I)™™"* „ r dny olh ,. r 
Konam, game, you <an <all »he konam. Game ll„„ fi lip I j„ e l^.help. ' 

* f \ ' 

f m . ; : v 

* V | # ^ « £ 

Konami Game Hint & Tip Line: 1-900-896-HINT [4468^ 

1 • $ ' / t 4 * | * t 

© per minute charge #«. 

? 5^ 12 "’ per ,ni,,ufp support from a game counselor 
© touch lone phone required 

©Minors must have parental permission belore dialing / 


! l, r^r: UI< ' 24 h0UrS d ddy ‘ 1 ' ve su PP ort Monday-!' riday 7 :00 A.M. 
0 ^:30 I.M. Pacific lime. Prices and availability subject to change. U.S. 
accessibility onfy. 



WARRANTY 

Konami of America, Inc. warrants to the original purchaser of this Konami software product 
that the medium on which this computer program is recorded is free from defects in materials 
and workmanship for a period of ninety (90) days from the date of purchase. This Konami 
product is sold “as is,” without express or implied warranty of any kind, and Konami is not 
liable for any losses or damages of any kind resulting from use of this program. Konami 
agrees for a period of ninety (90) days to either repair or replace, at its option, free of charge, 
any Konami product, postage paid, with proof of date of purchase, at its Factory Service 
Center. This warranty is not applicable to normal wear and tear. This warranty shall not be 
applicable and shall be void if the defect in the Konami software product has arisen through 
abuse, unreasonable use, mistreatment, or neglect. 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE 
KONAMI. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT 
INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE. ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO 
FVENT WILL KONAMI BE LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS KONAMI 
PRODUCT. 

Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations 
and/or exclusions of liability may not apply to you. This warranty gives you specific rights, 
and you may also have other rights which vary from state to state. 

CONSUMER SUPPORT 

If you feel stuck in the game, or just need a boost, don’t worry! You can call the Konami 
Game Hint & Tip Line for help on this software and all fine Konami products. 

Konami Game Hint & Tip Line: 1-900-896-HINT (4468) 

• $0.95 per minute charge 

• $1.25 per minute support from a game counselor 

• Touch tone phone required 

• Minors must have parental permission before dialing 

Hints are available 24 hours a day. Live support Monday-Friday 9:00 A.M. to 5:30 P.M., 

Pacific Time. Prices and availability are subject to change. U.S. accessibility only. 

TECHNICAL SUPPORT 

It you experience technical problems with your game, please call our Warranty Services 
number at (650) 654-5687. 

Konami of America, Inc. 

1400 Bridge Parkway 
Redwood City, CA 94065 



